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ABSTRAK 
 
Naura Dhia Fadyla, G0013173, 2016. Hubungan Genre Video Game dengan 
Kapasitas Memori Kerja. 
 
Latar Belakang: Tingginya popularitas bermain video game di kalangan 
mahasiswa dan banyaknya penelitian yang menyatakan bahwa bermain video 
game dapat meningkatkan kemampuan kognitif seseorang membuat peneliti ingin 
mengetahui apakah ada perbedaan kapasitas memori kerja pada kelompok pemain 
game frekuen dan bukan pemain video game pada Mahasiswa Kedokteran 
Universitas Sebelas Maret. Genre video game yang beragam membuat peneliti 
ingin mengetahui apakah ada perbedaan kapasitas memori kerja pada pemain 
video game genre action, adventure, strategy, dan process oriented. Tujuan dari 
penelitian adalah untuk mengetahui perbedaan kapasitas memori kerja pada 
kelompok pemain video game frekuen dan kelompok bukan pemain video game, 
serta mengetahui perbedaan kapasitas memori kerja pada pemain video game 
genre action, adventure, strategy, dan process oriented. 
 
Metode Penelitian: Penelitian ini merupakan penelitian observasional analitik 
dengan pendekatan cross-sectional¸ dilaksanakan di Fakultas Kedokteran 
Universitas Sebelas Maret Surakarta. Sampel terdiri dari 220 mahasiswa yang 
diambil dengan teknik total sampling dengan restriksi kriteria inklusi dan 
eksklusi. Semua responden diminta mengisi kuesioner Lie Scale Minnesota 
Multiphasic Personality Inventory (L-MMPI) untuk menilai tingkat kejujurannya, 
Scale for the Assessment of Pathological Computer-Gaming (CSV-S) untuk 
mengukur intensitas bermain video game, dan Reading span test untuk mengukur 
kapasitas memori kerja. Metode analisis yang digunakan adalah uji Mann-
Whitney dan uji Kruskal Wallis. 
 
Hasil Penelitian: Nilai rata – rata kapasitas memori kerja kelompok pemain video 
game frekuen (24,43) dan kelompok bukan pemain video game (25,39) tidak 
berbeda secara signifikan. Dari analisis data dengan uji Mann-Whitney didapatkan 
p=0,576. Nilai rata – rata  kapasitas memori kerja pada masing – masing genre 
berbeda secara signifikan. Nilai kapasitas memori kerja tertinggi pada genre 
process oriented (25,70), diikuti genre action (25,62), genre adventure (25,25) 
dan terendah pada genre strategy (23,33). Dari analisis data dengan uji Kruskal 
Wallis didapatkan p=0,045. Nilai kapasitas memori kerja genre action secara 
statistik signifikan (p=0,046) lebih tinggi dibandingkan dengan genre strategy. 
 
Simpulan: Tidak terdapat perbedaan kapasitas memori kerja antara kelompok 
pemain video game frekuen dan bukan pemain video game, namun terdapat 
perbedaan kapasitas memori kerja pada pemain video game berdasarkan genre. 
Genre action secara signifikan memiliki nilai kapasitas memori kerja lebih tinggi 
daripada genre strategy. Nilai rata – rata kapasitas memori kerja tertinggi pada 
genre process oriented dan terendah pada genre strategy. 
Keywords: Frekuen, intensitas, video game, genre, kapasitas memori kerja 
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ABSTRACT 
 
Naura Dhia Fadyla, G0013173, 2016. The Relation between Video Game’s 
Genre and Working Memory Capacity 
 
Background: Rising popularity of playing video game among medical student 
added by rising number of research that claimed playing video game enhanced 
cognitive abilities lead researcher to evaluate the difference of working memory 
capacity between frequent video gamer and non video gamer. Various video 
game genre lead researcher to evaluate the difference of their working memory 
capacity by groups of genre action, adventure, strategy and process oriented. This 
research aimed to determine the difference of working memory capacity between 
video gamer and non video gamer, also to determine the difference of working 
memory capacity between groups of video game player in action, adventure, 
strategy and process oriented genre. 
 
Methods: This research was an analytical observational study with cross-
sectional approach, conducted in Faculty of Medicine of Sebelas Maret 
University, Surakarta. The sample consisted of 220 students and was performed 
by utilizing total sampling technique with the restriction of inclusion and 
exclusion criteria. All respondents were asked to fill questionnaires of Lie Scale 
Minnestoa Multiphasic Personality Inventory (L-MMPI) in order to measure their 
honesty scale, Scale for the Assessment of Pathological Computer-Gaming 
(CSV-S) to measure their intensity of playing video game, and Reading Span 
Test to measure their working memory capacity. This research applied analytical 
methods of Mann-Whitney test and Kruskal Wallis test. 
 
Results: Working memory capacity mean score between frequent video game 
player group (24.43) and non video game player group (25.39) is differ 
unsignificantly. The data analysis of Mann-Whitney test indicated that p=0.0576. 
Working memory capacity mean score in each genre is differ significantly. 
Working memory capacity mean scores highest in process oriented genre (25.70), 
followed by action genre (25.62), adventure genre (25.25) and lowest in strategy 
genre (23.33). The data analysis of Kruskal Wallis test indicated that p=0.045. 
Working memory capacity of action genre is significantly (p=0.046) higher than 
strategy genre. 
 
Conclusion: There is no working memory capacity difference between frequent 
video gamer group and non video gamer group, but there is working memory 
capacity difference within video gamer grouped by genre. Action genre has 
significantly higher working memory capacity score than strategy genre. Mean 
score of working memory capcity is highest in process oriented genre and lowest 
in strategy genre. 
Keywords: Frequent, intensity, video game, genre, working memory capacity. 
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